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1
METAGAME REWARD POINT SYSTEM

FIELD

Aspects of the present disclosure relate to online com-
puter entertainment networks. In particular, aspects of the
present disclosure relate to a metagame point system for a
video game platform.

BACKGROUND

As computer and network communication technologies
have continued to advance, a variety of forms of entertain-
ment have become increasingly intertwined with computers
and the internet. For example, many people purchase goods
and services over the internet; download and stream digital
content such as movies, television shows, photos, preview
trailers, and the like; interact socially online through a
variety of social networking platforms; play games online;
and more.

One form of computer entertainment in which advances in
internet connectivity have had a particularly significant
impact is video games. Before such advances, multiplayer
gaming was a limited experience often confined to a local
environment between two to four users playing a game
through a common platform, e.g., a single videogame con-
sole. With the proliferation of internet technologies, multi-
player gaming has been transformed into a network that
connects players across vast distances, and the possibilities
for multiplayer competitive and cooperative play within any
particular gaming title have increased greatly as a result.

In addition, with the widespread adoption of online gam-
ing, a variety of techniques have been developed to support
the online gaming experience and enhance user interaction
through video game networks. For example, many video
game networks include online features that support the video
game experience, such as, e.g., online leaderboards through
which users can compare rankings, accomplishments, etc.;
online video game stores that provide access to purchasable
and downloadable game content, such as full games, game
trials, and add-ons such as new characters, maps, and levels,
etc.; social networking features that allow users to create
avatar representations of themselves in the video game
environment; and the like.

Moreover, some video game service providers have
expanded their network services beyond pure video game
play and video game related support functions to attempt to
integrate various other forms of computer entertainment into
the experience. For example, some video game network
interfaces allow users to access other computer entertain-
ment content through a respective video game platform. One
such example is a video game console that includes a home
screen before booting up any particular video game ftitle,
which provides access to applications that provide users
with various other computer entertainment content, such as
downloadable music, movies and television shows, stream-
ing services, and integration with existing social network
services.

Despite the above advancements, there is an ever evolv-
ing need for increased user involvement in video games and
online computer entertainment experiences. It is within this
context that aspects of the present disclosure arise.

BRIEF DESCRIPTION OF THE DRAWINGS

The teachings of the present disclosure can be readily
understood by considering the following detailed descrip-
tion in conjunction with the accompanying drawings, in
which:
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FIG. 1A is a schematic diagram depicting a network of
computing devices in accordance with aspects of the present
disclosure.

FIG. 1B is a schematic diagram depicting a network of
metagame participants in accordance with aspects of the
present disclosure.

FIG. 2 is a flow diagram depicting a method of account
management for a metagame in accordance with aspects of
the present disclosure.

FIG. 3A is a schematic diagram of a graphical user
interface (GUI) depicting of a tiered award metagame in
accordance with aspects of the present disclosure.

FIGS. 3B-3E are schematic diagrams of GUIs depicting
various multiplayer game event lobbies in accordance with
aspects of the present disclosure.

FIG. 4 is a schematic diagram of a computing system in
accordance with aspects of the present disclosure.

FIGS. 5A-5D are schematic diagrams of networks of
computing devices in accordance with aspects of the present
disclosure.

DETAILED DESCRIPTION

Although the following detailed description contains
many specific details for the purposes of illustration, anyone
of ordinary skill in the art will appreciate that many varia-
tions and alterations to the following details are within the
scope of the invention. Accordingly, the illustrative imple-
mentations of the present disclosure described below are set
forth without any loss of generality to, and without imposing
limitations upon, the claimed invention.

Introduction

According to aspects of the present disclosure, systems
and methods for instituting a metagame point system that
may be integrated into an online network for one or more
video game platforms. The metagame point system may
change a user’s point total based upon user performance
across a plurality of different video game titles and online
network activity including but not limited to commerce,
consumption of music, movies and TV, social in networking
and platform engagement. In some implementations of the
present disclosure, metagame points earned by a user may be
redeemable for various rewards and/or transferable between
users based on various user actions, including multiplayer
gaming outcomes.

Tlustrative Implementations

According to aspects of the present disclosure, a plurality
of entities may participate in a point system metagame
through one or more corresponding computing devices
connected over a network 100. FIG. 1A depicts a schematic
illustration of some computing devices that may participate
in features of metagaming in accordance with the present
disclosure.

In implementations of the present disclosure, a plurality
of computing devices 101la-¢ may communicate over a
network 100. The plurality of computing devices connected
over the network may include, e.g., one or more user
computing devices 101a for each user participating in the
metagame. Each of the users’ computing devices 101a may
include one or more computing devices providing a video
game platform through which the user may participate in
core video game play for the video game platform. The users
may also participate in metagaming aspects in conjunction
with core game play through the user computing devices
101a. Each of the users’ client devices 101a may also
include one or more general computing systems having a
network interface for participating in further aspects of the
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metagame system outside of a core game play environment,
e.g., through an application or online webpage that may
access a user account associated with the metagame.

The network 100 may also include one or more game
developer and/or game publisher computing devices 1015,
which may connect game publishers and/or game developers
to provide support for various aspects of metagaming in
accordance with aspects of the present disclosure. The
network 100 may also include one or more sponsor com-
puting devices 101¢, which may connect point sponsors,
which may also include game developer/publishers as well
as other entities, in order to provide support for various
aspects of metagaming in accordance with the present
disclosure. The network 100 may also connect one or more
beneficiary 101d computing devices for beneficiaries who
may be receive funding related to various user point redemp-
tions by users, in accordance with various aspects of the
present disclosure. One or more in metagame provider
computing devices 101e may also provide support for the
metagaming process by connecting the various different
entities, tracking and changing user point totals, providing
rewards when points are redeemed by the users, and various
other functions.

It is noted that the network 100 may be a distributed
network of computing devices that may be implemented in
a variety of ways to connect the different participants in a
metagame process, such as client/server relationship, cloud
computing, peer-to-peer and the like.

As depicted in FIG. 1B, a plurality of entities may
participate in a network 100 that includes a video game-
based point system provided by a metagame provider 102.
Various aspects of the network 100 may be implemented by
programming executed by one or more computing devices in
a distributed network of computing systems through which
the metagame provider 102, users 104, sponsors 106, and
other entities (not pictured) may participate in a point system
maintained by the metagame provider 102. In implementa-
tions of the present disclosure, a point system may include
point transactions (as shown by the arrows in FIG. 1B),
some or all of which may be configured to be performed
through computing devices over a telecommunications net-
work, such as, e.g., the Internet. Portions of a framework that
supports the transactions, including hardware and/or soft-
ware components may be made available by the service
provider 102.

Each of the users 104 may participate in the point system
through one or more computing devices, which may include
one or more video game systems that are configured to run
gaming titles developed for one or more video game plat-
forms that support that point system. The users 104 may
acquire and lose points based on various user actions pre-
defined to trigger a change in point totals for the user.

Points may be acquired by each of the users 104 across a
plurality of different gaming titles based on gaming events
occurring during game play, and points acquired by each
user 104 in the different gaming titles may be consolidated
in a user account for tracking users’ point totals across
different gaming titles.

According to aspects of the present disclosure, point totals
for users 104 may change in a variety of ways. According to
some aspects, user actions that trigger changes in point
amounts include core game play events, including events
that may occur in single player game play, multiplayer game
play, online game play, offline game play, and the like.
Accomplishing pre-defined goals or other game events
within a particular video game title may trigger an issuance
110 of points to the user 104 from the service provider 102,
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thereby increasing the user’s point total. By way of example,
and not by way of limitation, this may include completing
levels, unlocking new game features, achieving certain
completion percentages, and potentially any accomplish-
ment that may be defined in a video game title. In some
aspects, accomplishments that earn metagame points for a
user may be tailored to a particular gaming title, while yet
further accomplishments may be defined across a plurality
of different gaming titles. By way of example, and not by
way of limitation, an accomplishment may be defined across
a plurality of different gaming titles having similar charac-
teristics, such as different titles of a similar game genre (e.g.
sports games, fighting games, etc.), different titles belonging
to similar franchises (e.g., different sequels and spinoffs for
a particular first person shooter franchise), or different titles
that are published by a common game publisher. User
actions that cause point totals to change may also include
other game activities, including, e.g., authenticating a game
for the first time, leaving a hint for another user, and more.
Further still, user actions outside of the execution of a
particular gaming title may earn points, such as purchasing
an item from a store, interacting with a social networking
service, and more. Moreover, user actions that cause users to
earn points may be pre-defined by various entities, such as,
e.g., game developers during development of a game title, a
metagame service provider, and/or sponsors.

According to further aspects, a video game platform may
support multiplayer gaming 112 between users 104, and
points may be issued or allocated to users based upon an
outcome of a multiplayer game. In some implementations,
multiplayer gaming 112 may involve each user 104 having
a point stake in the outcome of a multiplayer gaming
session, in which case points may be transferred between
users based on pre-defined point stakes in the outcome of a
game event, e.g., transferred from one or more losing users’
accounts to one or more winning users’ account of the
gaming session. In some implementations, a pre-defined
stake in the outcome of a match may be a user-defined point
wager, in which case the users may be able to freely define
an amount of points at stake in a particular gaming session.
In yet further implementations, a pre-defined stake in the
outcome of a match may be defined by another entity, such
as, e.g., the service provider 102 or a game publisher (not
pictured).

In some implementations, the points earned by a user may
further be redeemable at the discretion of the user. Accord-
ingly, the users 104 may further redeem points with the
service provider for various rewards 108, as supported by
the network 100. Rewards may include various items of
interest, such as, e.g., discounts, game add-ons, and other
items of interest. In some implementations, the network 100
may further support other point transfers 116 outside of a
particular gaming session, such as, e.g., gifts to other users,
sending points to a user in exchange for gaming hints or
other items, and more.

According to further aspects of the present disclosure,
points allotted to users 104 may be further sponsored by one
or more sponsors 106 other than the service provider 102.
The sponsors 106 may include, e.g., advertising sponsors,
game publisher sponsors, and more. Users 104 may acquire
sponsored points 118a based on a variety of actions which
may be defined by the sponsors 106, such as, e.g., clicking
on an ad, visiting/interacting with a publisher’s social net-
working page, and more. Because in some implementations
the points may be redeemable for rewards from the service
provider 102, the sponsors may also provide compensation
1185 to the service provider 102 for the sponsored points.



US 9,468,842 B2

5

Aspects of the present disclosure include computing sys-
tems configured to implement a point system in accordance
with various aspects of the present disclosure, such as, e.g.,
a point system in accordance with the network 100 depicted
in FIG. 1. FIG. 2 depicts a flow diagram of an illustrative
method 200 in accordance with aspects of the present
disclosure. The method 200 may be implemented by a
plurality of computing systems connected over a telecom-
munications network, and may include user account layer
functionality, as well as player layer functionality.

The method 200 may include the registration of user
accounts 224 with the point system upon receipt of regis-
tration request information 226 from each player wishing to
participate in the point system. In some implementations,
registration with the metagame point system may be tied to
a fee, such as a periodic subscription fee or a one-time fee.
Before any particular gaming event in which points may be
issued to a user or transferred between users, the system may
authenticate each user account 228 for the users playing the
game upon receipt of login information 230 from the player.
In some implementations, information regarding a past
offline gaming event may be associated with a user account
upon establishing a network connection and logging in the
user.

During an authenticated gaming session, the method 200
may include executing various point metagame functionality
in addition to core game play during running of the game
232. This may include storing user point totals, e.g., in a
database having each point total associated with a corre-
sponding user account, and changing the users’ point totals
based on various user actions.

Changing users’ point totals may be based on information
received regarding user actions input into a computing
device, wherein the user’s actions that cause changes in
point totals are authenticated with the corresponding user
account. This may include issuing points to users 234 based
upon game events occurring during execution of the video
game in a computing device. By way of example, and not by
way of limitation, game events that trigger an issuance of
points may include the user accomplishing pre-defined goals
within the video game, such as completing a level, beating
a challenge, and virtually any other definable game play
accomplishment. In some implementations, point issuances
may be overlaid onto an existing in game meta-goal award
system, such as an existing trophy, achievement, scoring, or
other meta-goal system. By way of example, and not by way
of limitation, some or all of the game events that trigger an
award of some trophy, achievement, or other award may also
trigger the issuance of points, and these points may be
transferable between users and/or redeemable for rewards,
which may contrast with the existing meta-goal award
system and provide an additional layer of player involve-
ment in a metagame on top of less tangible satisfaction
associated with merely achieving a high score.

Aspects of the present disclosure may also include com-
puter functionality that supports transferring points between
users 236 based upon outcomes of multiplayer gaming
events, which may include decreasing a point total for one
or more user accounts and increasing a point total for one or
more other user accounts. This may be performed based
upon a pre-defined point stake in the outcome of a gaming
match, e.g., between users or teams of users. In some
implementations, the system may further support user-de-
fined wagers 238 which allow each of the users to define an
amount of the points at stake during game play 232. In yet
further implementations, the system may further include
functionality that supports incongruous wagers between
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users. This may be desirable, for example, to support situ-
ations in which users are mismatched in skill. For example,
a lesser player may wish to wager a smaller amount of points
when facing a better player so that the potential point reward
for achieving a favorable outcome justifies the likelihood of
losing.

Implementations of the present disclosure may also
include the computer functionality that may support core
gameplay features during the execution of a video game 232.
This may include a user interface that supports receiving
gaming inputs 240 to control aspects of core video game
play during the running of the game 232. This may also
include hosting online multiplayer gaming 242 between two
or more video game systems connected over a network, e.g.,
by hosting of a gaming server that exerts authority over
game events 244 in a common running of the multiplayer
game by receiving player inputs 240 over a telecommuni-
cations network as well as sending game event information
to computing devices local to each user.

The method 200 may include providing tangible rewards
258 in exchange for points earned by the user. This may
include receiving information regarding a redemption
request 248 sent at the discretion of a user and reducing a
total amount of points of the user account authenticated with
the redemption request by a pre-determined point amount of
the reward. The provided rewards may include any of a
variety of items. By way of example, and not by way of
limitation, rewards may include items of digital content,
such as games, music, movies, game add-ons, themes,
avatars, avatar accessories, early/exclusive beta access, and
more, as well as discounts on items available at an online
store. The provided rewards may also involve third parties,
such as providing a financial donation to an entity, such as
a charity or a crowd funded project selected by the user in
exchange for the user’s points. This may involve causing the
donation to be sent to the entity in response to a redemption
request containing information regarding selected entity
from a pre-determined list of entities supported in the
rewards program.

In some implementations, the method 200 may also
include other point transfers 250 not tied to user actions
during in game events. By way of example, and not by way
of limitation, this may include point donations and gifts
between users according to point transfer requests 254. By
way of further example, the point transfers may include
other transactions between users, such as, e.g., by permitting
the users transfer points to a user in exchange for hints from
the user, in exchange for digital content such as game items
earned by the user, or other for other items. By way of
further example, the users may be able to simply purchase
points, if desired.

Aspects of the present disclosure further include various
ways of instituting player interactions with the point metag-
ame. FIGS. 3A-3E are schematic diagrams of graphical user
interfaces (GUI) that illustrate various in-game lobbies
configured to facilitate metagaming with a point system in
accordance with aspects of the present disclosure.

FIG. 3A depicts a GUI illustrative various aspects of a
metagame in accordance with the present disclosure. The
GUI of FIG. 3A depicts a tiered award system that may be
integrated with a point metagame in implementations of the
present disclosure. The tiered award system may be tied in
with user accomplishments in the same or a similar manner
as the point system and may be utilized to providing
additional metagame aspects in conjunction with the point
system according to aspects of the present disclosure. The
tiered award system of FIG. 3A may be tied into a point
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reward system by making certain redeemable rewards avail-
able only upon reaching a pre-determined tier (e.g., reaching
Tier2 may a pre-determined discount in an online store
authorized to the user account). The tiered award may also
provide certain non-redeemable rewards (i.e. without requir-
ing the user to give up any points or without requiring any
point reduction in a user’s account to receive the reward)
upon reaching a tier. Moreover, these non-redeemable
rewards may be further integrated with the point system
metagame by providing point rewards upon reaching a
certain tier. By way of example, and not by way of limita-
tion, reaching a certain tier may cause the user to earn more
points at a faster rate (e.g., a point accelerator that causes the
user to earn points at rate that is double the normal rate), or
may simply trigger an issuance of points to the user.

In some implementations, a tiered award system may be
published for each user account, while a user’s point total
may be hidden from other users, so that other users can
compare status in an easily digestible format (e.g., a higher
tier may indicate a greater level of player skill). This may be
further integrated into with point system by providing a
metric for the users to determine another player’s skill. For
example, a user may wish to risk a lower point wager in a
head to head matchup if the user’s opponent has a high
status, and vice versa. Moreover, a user may wish to obtain
gaming hints from another user in exchange for points if the
other user is in a tier indicating a high level of skill, and thus
a high likelihood that the other user’s hints would be helpful.

FIG. 3B depicts an illustrative implementation of a GUI
depicting an online multiplayer challenge involving a pro-
posed wagers and counter wagers for a head to head chal-
lenge with congruous user-defined wagers. As depicted in
the FIG. 3B, the system may support proposed wagers and
counter wagers between users wishing to participate in a
multiplayer game. In the illustrated example, upon accep-
tance of the 500 point counter challenge by the other user,
the point metagaming system may be configured to add 1000
points to the winning user’s account and reduce the losing
user’s account by 500 points, with these amounts corre-
sponding to the wagers input by the users.

FIG. 3C depicts another illustrative example of a GUI
depicting an online multiplayer challenge. The example
depicted in FIG. 3C is similar to the challenge request
depicted in FIG. 3B, but the system is configured to accept
incongruous wagers between the users. Upon acceptance of
the counter wager, the system may be configured to deposit
500 points into the winning user’s account.

FIG. 3D depicts another illustrative example of a GUI
depicting an online multiplayer challenge. The example
depicted in FIG. 3D is a team multiplayer challenge in which
each has a pre-defined point amount at stake in the multi-
player challenge. Upon winning the challenge, the points
from all of the player participants may be pooled and
distributed to the winning team, which may be deposited
into the user accounts of each of the players of the winning
team in equal amounts. The pre-defined 500 point stake
depicted in the example of FIG. 3D may be user-defined
wagers, or may be pre-defined by the system.

FIG. 3E depicts another illustrative example of a GUI
depicting an online multiplayer challenge. The example
depicted in FIG. 3E is a gaming tournament in which points
are distributed to the first, second, and third place winners of
the tournament. The example depicted in FIG. 3E is a
bracket style single elimination tournament in which each
participate is a single player, but it is noted that other
tournament configurations are possible. In one implementa-
tion, the tournament may be a sponsored tournament, e.g.,
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sponsored by a publisher of the game. Because the publisher
may sponsor the points that get deposited into the winning
users’ accounts, the losing players may not need to put any
of'their points at stake in entering the tournament. In another
implementation, the tournament may not necessarily be a
sponsored tournament, and each user may wager a pre-
defined amount of points to enter the tournament. It is
further noted that the multiplayer gaming event depicted in
FIG. 3E may not necessarily take place in a single gaming
session.

According to aspects of the present disclosure method 200
or portions thereof may be implemented on a suitably
configured computer system. FIG. 4A depicts an illustrative
computer system 401 configured to implement one or more
aspects of a metagame in accordance with the present
disclosure. According to aspects of the present disclosure,
the system 401 may be an embedded system, mobile phone,
personal computer, tablet computer, portable game device,
workstation, game console, and the like. Any of the com-
puting devices and systems described herein, such as, e.g.,
computing devices 101a-e depicted in FIG. 1A, may have
one or more features in common with the computer system
401 depicted in FIG. 4A.

The system 401 may include one or more processor units
470, which may be configured according to well-known
architectures, such as, e.g., single-core, dual-core, quad-
core, multi-core, processor-coprocessor, cell processor, and
the like. The system 401 may also include one or more
memory units 472 (e.g., RAM, DRAM, ROM, and the like).
The processor unit 470 may execute one or more programs
474, portions of which may be stored in the memory 472,
and the processor 470 may be operatively coupled to the
memory 472, e.g., by accessing the memory via a data bus
476. The memory unit 472 may include data 477, and the
processor unit 470 may utilize the data 477 in implementing
the program 474. The data 477 may include, e.g., informa-
tion regarding core game play as well as metagame data
according to various aspects of the present disclosure. The
program 474 may include instructions that, when executed
by a processor, perform one or more operations associated
with a video game or metagame, such as, e.g., a method
having one or more features in common with the method 200
of FIG. 2.

The system 401 may also include well-known support
circuits 478, such as input/output (/O) circuits 479, power
supplies (P/S) 480, a clock (CLK) 481, and cache 482,
which may communicate with other components of the
system, e.g., via the bus 476. The system 401 may optionally
include a mass storage device 484 such as a disk drive,
CD-ROM drive, tape drive, flash memory, or the like, and
the mass storage device 484 may store programs and/or data.
The system 401 may also optionally include a display unit
486. The display unit 486 may be in the form of a cathode
ray tube (CRT), flat panel screen, touch screen, or other
device that displays text, numerals, graphical symbols, or
other visual objects. The system 401 may also include a user
interface 488 to facilitate interaction between the system 401
and a user. The user interface 488 may include a keyboard,
mouse, light pen, game control pad, touch interface, or other
device.

A user, such as, e.g., a video game player, may participate
in core game play and a metagame point system by inter-
acting with the computer system through the user interface
488. Portions of the user interface 488 may include a
graphical user interface (GUI) that can be displayed on the
display unit 486 in order to facilitate user interaction with
the system 401. The system 401 may include a network
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interface 490, configured to enable the use of Wi-Fi, an
Ethernet port, or other communication methods. The net-
work interface 490 may incorporate suitable hardware, soft-
ware, firmware or some combination thereof to facilitate
communication via a telecommunications network. The net-
work interface 490 may be configured to implement wired or
wireless communication over local area networks and wide
area networks such as the Internet. The system 401 may send
and receive data and/or requests for files via one or more
data packets 499 over a network. The data 499 transmitted
over the network may include any data that facilitates
implementation of a metagame point system in accordance
with the present disclosure, such as, e.g., information
regarding game play events, gaming inputs, point redemp-
tion requests, redeemed rewards, point transfer requests,
point wagers, or any combination thereof. The data 499 sent
over the network may be exchanged or accessed by another
network connected computer system (not pictured) in order
to implement aspects of the present disclosure in a distrib-
uted computing environment over a network. These com-
ponents may be implemented in hardware, software, firm-
ware, or some combination thereof.

Aspects of the present disclosure include networks of
computing systems and devices configured to perform
operations associated with a metagame point system.

FIGS. 5A-5C depict aspects of a network 500a of com-
puting devices configured to participate in various aspects of
metagaming according to implementations of the present
disclosure. Each of the computing devices 501a,b,e may
have one or more features in common with the computing
system 501 depicted in FIG. 4A. The computing devices
may also have one or more features in common with the
computing devices depicted in FIG. 1A.

FIG. 5A depicts aspects of a network 500q that includes
one or more metagame service provider module 501e, one or
more developer and/or publisher computing devices 5015,
and one or more user computing devices 501a. In imple-
mentations of the present disclosure, the metagame provider
module 501e may provide services related to a metagame for
the other computing devices, e.g., as one or more dedicated
metagame provider computing devices providing services in
a client/server relationship, and/or as a cloud computing
platform. In some implementation, the metagame provider
module 501e may be implemented via suitable configuration
in one or more of the other computing devices, e.g., via
peer-to-peer software. In yet further implementations, the
metagame provider module 501e may be implemented via
any combination of the above, or in some other arrangement
that facilitates execution of programming and data transfers
in accordance with aspects of the present disclosure. By way
of example, and not by way of limitation, the metagame
provider module 501e may include one or more database
servers for storing point totals and user account data asso-
ciated with a metagame. The metagame provider module
may also include one or more gaming servers for hosting
online multiplayer game play between the user devices 501a
in order to facilitate multiplayer gaming in conjunction with
metagaming in accordance with aspects of the present
disclosure. In yet further implementations, various server
functionality may be hosted in the user client devices 501a.
For example, portions of a database may be stored locally in
user devices 501a as a distributed database, and/or multi-
player game hosting may be hosted locally in user devices
501a during gaming.

In order to facilitate aspects of a metagame, the network
500¢ may implement various developer/publisher data
transfers 5995, which may be sent over a network. In order
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to facilitate the development of a point metagaming for any
particular game title, the metagame provider 501e or other
provider of a video game platform may provide a game
developer with a software development kit (SDK) 565 that
includes point metagame development tools as well as
development tools for core game play. In some implemen-
tations, the SDK 565 may be provided directly to a devel-
oper/publisher device 5015 through the electronic network,
e.g., through a webpage or via other data transmission. The
developer may use the SDK 565 to tailor various aspects of
a metagame to a particular gaming title. By way of example,
and not by way of limitation, this may include defining how
point transfers may be implemented between users, what
game events may trigger an issuance of points 561, and the
like. This may also include tools for working with sponsors,
such as, e.g., advertising sponsors, so that various sponsored
actions that trigger an issuance of sponsored points may be
defined in a game. The developer/publisher may then pub-
lish a developed video game 566 to make it available to
users. In some implementations, the game 566 may be
provided directly to the user over the network 500 through
an electronic data transmission (not pictured), e.g., through
an online store maintained by the publisher, metagame
provider, and/or game platform provider.

In order to facilitate aspects of a metagame, the network
500¢ may implement various user device data transfers
599q. Users may interact with the user device 5014 through
a suitable user interface in the user device 501qa. This may
involve various user actions, and information regarding the
user actions 560 may be received in a metagame provider
module 501e. Some of these user actions may be pre-
determined to trigger an issuance of points 561 to the user,
which may involve increasing a point total in the users
account by an amount that corresponds to the user action.
This user action information 560 may include information
regarding game events 562 occurring during game play
across different video game titles, such as, e.g., various
pre-defined game accomplishments in the game 566, other
games, as well as other information regarding user actions.
The user information 560 may also include information
relating to other forms of media, e.g., downloadable movies,
videos, or music. A user could access such media as a reward
in exchange for points. Alternatively, a user may receive
points as an incentive for purchasing access to such media.
The metagame provider module 501le may also receive
information regarding requests by the users to redeem,
donate, sponsor, wager, or otherwise transfer points 563. By
way example, and not by way of limitation, information
regarding a request to redeem points may include informa-
tion relating to providing reward 564 to the user and
reducing the user’s point total by a corresponding amount.

FIG. 5B depicts aspects of a network 5005 that includes
a plurality of user devices 501a engaging in multiplayer
game play and other communications in accordance with
aspects of the present disclosure. In this example, the user
devices 501¢ and a metagame provider module 501e are
configured to implement various data transfers 599. The user
devices 501a may exchange certain information with the
metagame provider module 501e, e.g., as discussed above.
Such information may include, but is not limited to point
transfer request information 563, point wager information
571, multiplayer game event information 573, gaming
inputs 575 and game state authority 577. This information
may support multiplayer gaming 579 between the users, as
well as point transfers 581 between the users in order to
provide aspects of the metagame in accordance with the
present disclosure.
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It is noted that in some implementations, the user devices
501a may exchange information indirectly via communica-
tions with a dedicated metagame provide server, directly
with each other bypassing a dedicated metagame provider
device, or some combination thereof. Such information
exchange may take place via the network 599 or may take
place via a peer-to-peer network in which case aspects of the
metagame provider module 501e may be hosted in the user’s
devices 501a. By way of example, and not by way of
limitation, the user devices 501a may directly exchange
multiplayer gaming information (e.g., game state, authority
over in-game objects, game inputs). In some implementa-
tions, user devices 501a may implement direct point trans-
fers.

FIG. 5C depicts aspects of a network 500¢ that includes
one or more user devices 501a, one or more sponsor devices
501¢ and one or more beneficiary devices 5014 engaging in
point transfers and other communications supported by a
metagame provider module 501e in accordance with aspects
of the present disclosure. These devices may interact with
each other to implement sponsoring or donating points as
discussed above. In particular the user device 501a, sponsor
device 501¢, and beneficiary device 501d may engage in
user device data transfers 5994, sponsor device data trans-
fers 599¢, and beneficiary device data transfers 5994,
respectively with the metagame provider module 501e. By
way of example, the sponsor device data transfers 599¢ may
include transfer of compensation information 582 that iden-
tifies a sponsored action and a number of points that a
sponsor is willing to donate to users who engage the
sponsored action.

The user device data transfers 599a¢ may include, but are
not limited to, sponsored user action information 583 and
donation request information 584. The metagame provider
module 501e may receive sponsored user action information
583 may identity a particular sponsored action performed by
the user through the user’s device 501a (e.g., user comple-
tion of a sponsored challenge, or user participation or victory
in a sponsored tournament in particular game title, user click
of a sponsored advertisement, etc.), and the module 501e
may adjust a corresponding point total for the users who
complete the sponsored action based on the received spon-
sored user action information 583, thereby allowing the
sponsor to provide points to the user via the metagame
service hosted by the module 501e.

The user device data transfers 5994 may also include
donation request information 585, which may specify a
particular beneficiary of the donated points and a corre-
sponding beneficiary device 5014. The metagame provider
module 501e may receive donation request information 584
from the user device 501¢ and provide a corresponding
financial donation or funding to the beneficiary device 5014
corresponding to the amount of points “donated” to the
beneficiary, and the metagame module may decrease the
user’s point total by the corresponding amount of donated
points. The beneficiary device data transfers 5994 may
include donation information 587, which may include points
donated by a sponsor or user and, in some implementations,
information identifying the donating sponsor or user. It is
noted that aspects of the present disclosure include imple-
mentations in which the sponsor sponsors points for com-
pleting an activity and the points awarded are donated to the
beneficiary in the name of the user who completes the
activity.

In some implementations, one or more users may partici-
pate in online auctions via one or more corresponding user
devices 501a as shown in FIG. 5D. In such auctions users
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could bid points for exclusive digital or physical items. By
way of example, and not by way of limitation, users have the
opportunity to bid their points during a specified time frame
from early access to a beta version of a game program or
other application program. The user bidding the highest
amount of points may be determined to be the winner. The
item being auctioned and the time frame for the auction may
be specified, e.g., by the metagame provider through a
metagame provider device 501e, by a sponsor through a
sponsor device 501¢, by a beneficiary through a beneficiary
device 5014, or by another user through a user device 501a.
Bids for an item being auctioned may be received, e.g., by
the metagame provider through a metagame provider device
501e, by a sponsor through a sponsor device 501¢, by a
beneficiary through a beneficiary device 5014, or by another
user through a user device 501a. Likewise, the item being
auctioned may be awarded to the winning bidder, e.g., e.g.,
by the metagame provider through a metagame provider
device 501e, by a sponsor through a sponsor device 501¢, by
a beneficiary through a beneficiary device 501d, or by
another user through a user device 501a. In the example
illustrated in FIG. 5D, the metagame provider device 501e
may receive bid information 593 from user devices 501a,
determine the result and provide auction result information
as indicated at 594. There are a number of variations on this
scheme. For example, an item being auctioned may be
awarded to the winning bidder’s device by a sponsor
through a sponsor device 501¢ and the point amount corre-
sponding to the winning bid may be donated to a beneficiary
though beneficiary device 501d. Such transactions may take
place directly between the devices involved or may take
place through an intermediary device, such as the metagame
provide device 501e.

It is noted that implementations of the present disclosure
are not limited by the physical locations of computing
devices or the particular processors that execute particular
programs or portions of programs that implement the metag-
ame point system. The various devices participating in the
system may be remotely connected to each other, e.g.,
through distributed computing, cloud computing, and the
like, in accordance with well-known techniques. For
example, various operations described as being imple-
mented by the metagame device provider module 501e such
as, e.g., by hosting multiplayer gaming, may be imple-
mented in a client user device, such as a video game console
or in a dedicated server. By way of further example, portions
of'a metagame point database may be stored in separate data
stores, some or all of which may be remotely located relative
to one another in a distributed storage network, or may be
stored in a dedicated server of the metagame provider
module.

Various features of the method and system described
herein may be modified in many ways without departing
from the scope of the present disclosure. For example,
according to aspects of the present disclosure, points may be
acquired upon performance of pre-defined user actions,
which may include actions that are transparent to the users,
as well as actions that are invisible to the user. For example,
it may be transparent to the user, e.g., through a user
interface, that achieving a certain accomplishment within a
game will trigger an acquisition of points, and the user may
choose to work toward that goal accordingly in order to earn
those points. By way further example, certain point earning
actions may be configured to be invisible to the user. This
may include, for example, activity for which it is desired to
create incentives for users to explore of features of a media
title (e.g., a game) to seek out hidden rewards. As an
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example, but not a limitation, points may be awarded for a
user who views or clicks on an advertisement without
notifying the user of when or why the points were awarded.
Alternatively, points may be awarded for random actions
within a game.

According to another aspect, the system may be config-
ured so that the points earned in game are applicable to
various other non-game activities, such as discounts on other
computer entertainment media titles, e.g., videos, movies,
e-books, music, etc.

In yet another aspect, points may be used for crowdfund-
ing of projects. This may involve the users sending their
points to the particular project which they wish to fund,
which may be implemented by redeeming their points in
which case the service provider may donate appropriate
funding to the crowdfunded project.

According to yet another aspects, points may be donated
directly by the users, e.g., to charities without a specific
request or invitation to do so. This may be accomplished
with a system configured to accept a redeeming of the
points. In some implementations the metagame service
provider associated with the metagame provider device may
act as an intermediary for transferring such donations to
charities that have no associated beneficiary devices.

According to yet further aspects, points may be redeem-
able for both tangible and intangible rewards. Examples of
intangible rewards may include free publicity for users who
are particularly accomplished in game activities or are
particularly generous in donating points to charities.

According to aspects of the present disclosure, a variety
of different rewards may be provided upon a redeeming of
points by a user account. Such rewards include, but are not
limited to discounts on physical or downloadable items
purchased from an online store associated with the metag-
ame provider, downloadable content (e.g., movies, videos,
music, e-books, etc.), or upgrades, enhanced features,
unique virtual items, etc. for video games.

According to further aspects, an issued reward may be a
financial donation or funding to a third party upon comple-
tion of an action specified by the metagame provider or a
sponsor. By way of example, and not by way of limitation,
this may include a donation to a charity selected by a user
which the user may wish to support. By way of further
non-limiting example, this may also include bestowal of an
amount of funding to a particular project selected by the user
which the user may wish to support.

While the above is a complete description of the various
illustrative implementations of the present disclosure, it is
possible to use various alternatives, modifications and
equivalents.

Therefore, the scope of the present invention should not
be construed to be limited by the above description but
should, instead, be determined with reference to the
appended claims, along with their full scope of equivalents.
Any feature described herein, whether preferred or not, may
be combined with any other feature described herein,
whether preferred or not. In the claims that follow, the
indefinite article “a”, or “an” refers to a quantity of one or
more of the item following the article, except where
expressly stated otherwise. The appended claims are not to
be interpreted as including means-or-step-plus-function
limitations, unless such a limitation is explicitly recited in a
given claim using the phrase “means for” or “step for.”
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What is claimed is:

1. A computing system comprising:

at least one processor unit;

at least one memory unit coupled to the at least one

processor unit;

computer readable instructions embodied in the memory

unit and executable by the processor unit, wherein

execution of the instructions by the processor unit

causes the computing system to perform a method, the

method comprising:

authenticating a first user account and at least one other
user account;

receiving information regarding user actions over a
network, the information regarding the user actions
being authenticated with the first user account, the
user actions being performed through user inputs in
at least one computing device; and

changing a point total associated with the first user
account based upon the received information regard-
ing the user actions,

wherein said received information regarding the user
actions includes information regarding video game
play across a plurality of different video game titles,
the information regarding the video game play being
authenticated with the first user account,

wherein said received information regarding the video
game play includes information regarding an out-
come of a multiplayer video game event, the infor-
mation regarding the outcome of the multiplayer
video game event being authenticated with the first
user account and the at least one other user account,

wherein the multiplayer video game event is hosted on
a gaming server that exerts authority over game
events in the multiplayer game, which is run on two
or more computing devices local to each other that
are under the authority of the gaming server, wherein
the gaming server is configured to manage video
game play across a plurality of different video game
titles and interactive sessions, and

wherein said changing the point total of the first user
account includes transferring an amount of points
between the authenticated first user account and the
at least one other authenticated user account based
upon the outcome of the multiplayer video game
event.

2. The computing system of claim 1, wherein the method
further comprises:

providing a reward corresponding to a point redemption

request,

wherein the point redemption request corresponds to an

input by a user,

wherein said receiving the information regarding the user

actions includes receiving information regarding the
point redemption request, and

wherein said changing the point total of the first user

account includes reducing the point total by an amount
that corresponds to the point redemption request.

3. The computing system of claim 1, wherein said receiv-
ing the information regarding the video game play further
includes receiving information regarding at least one user-
defined point wager on the outcome of the multiplayer video
game event, wherein the transferred amount of points is
based on the received information regarding the at least one
point wager.

4. The computing system of claim 3, wherein the at least
one user-defined point wager includes a first point wager
authenticated with the first user account, and at least one
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other point wager authenticated with the at least one other
user account, wherein the other point wager is a different
point amount from the first point wager.
5. The computing system of claim 1, wherein said receiv-
ing the information regarding the video game play further
includes receiving information regarding an accomplish-
ment in a single player video game event, and wherein said
changing the point total includes increasing the point total of
the first user account by a pre-determined amount of points
for the accomplishment.
6. The computing system of claim 1,
wherein the multiplayer video game event is a tourna-
ment, the tournament having a pre-defined point reduc-
tion required for entry and a corresponding pre-defined
point increase for at least one winner of the tournament,

wherein the at least one other user account is a plurality
of other user accounts,

wherein the received information regarding the outcome

of the multiplayer game event includes information
identifying at least one of the first user account and the
plurality of other user accounts as the winner of the
tournament, and

wherein said transferring the amount of points between

the first user account and the plurality of other user
accounts includes decreasing a point total of the first
user account and the plurality of other user accounts by
the pre-defined point reduction required for entry and
increasing a point total of the user account identified as
the winner of the tournament by the pre-defined point
increase amount.

7. The computing system of claim 2, wherein the reward
is an item of digital content, and wherein said providing the
reward includes making the item of digital content available
to the first user account.

8. The computing system of claim 7, wherein the item of
digital content is an item of additional game content for a
video game title.

9. The computing system of claim 2, wherein the reward
is a discount to an online store.

10. The computing system of claim 2, wherein the reward
is a financial donation to an entity selected from a pre-
determined list of entities, wherein said providing the
reward includes causing the financial donation to be sent to
the entity.

11. The computing system of claim 10, wherein the entity
is a charity.

12. The computing system of claim 10, wherein the entity
is an entity seeking funding for a crowd-funded project.

13. The computing system of claim 1,

wherein said receiving the information regarding the user

actions includes receiving information regarding
whether a user has performed a sponsored activity
having a corresponding pre-determined point amount,
and

wherein said changing the point total includes increasing

the point total by the pre-determined point amount,
wherein the method further comprises:
causing an amount of financial compensation to be
received from a sponsor of the activity,
wherein the amount of financial compensation corre-
sponds to a pre-determined financial worth of the
pre-determined point amount.

14. The computing system of claim 13, wherein the
sponsor is an advertiser, and wherein the sponsored activity
is a pre-defined user interaction with an advertisement.
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15. The computing system of claim 13, wherein the
sponsored activity is a pre-defined user interaction with a
social networking page of the sponsor.

16. The computing system of claim 1, wherein said
receiving the information regarding user actions includes
receiving the information through a telecommunications
network from at least one network connected computing
device authenticated with the first user account.

17. The computing system of claim 16, wherein the at
least one network connected computing device includes a
video game console.

18. The computing system of claim 1, wherein receiving
information regarding user actions includes receiving a bid
of an amount of points in an auction.

19. The system of claim 1, wherein a user account is
authenticated upon receipt of login information from a user.

20. The computing system of claim 1, wherein the gaming
server comprises at least one of the two or more local
computing devices.

21. A method comprising:

authenticating a first user account and at least one other

user account;

receiving information regarding user actions over a net-

work, the information regarding the user actions being
authenticated with the first user account, the user
actions being performed through user inputs in at least
one computing device; and

changing a point total associated with the first user

account based upon the received information regarding
the user actions,

wherein said received information regarding the user

actions includes information regarding video game
play across a plurality of different video game titles, the
information regarding the video game play being
authenticated with the first user account,

wherein said received information regarding the video

game play includes information regarding an outcome
of a multiplayer video game event, the information
regarding the outcome of the multiplayer video game
event being authenticated with the first user account
and the at least one other user account,

wherein the multiplayer video game event is hosted on a

gaming server that exerts authority over game events in
running the multiplayer game, wherein two or more
computing devices local to each other are under the
authority of the gaming server, wherein the gaming
server is configured to manage video game play across
a plurality of different video game titles and interactive
sessions, and

wherein said changing the point total of the first user

account includes transferring an amount of points
between the authenticated first user account and the at
least one other authenticated user account based upon
the outcome of the multiplayer video game event.

22. The method of claim 21, further comprising providing
a reward to a user associated with the first user account upon
a redeeming of an amount of points in the point total from
the user.

23. The method of claim 21, further comprising providing
a financial donation to an entity selected by a user upon a
redeeming of an amount of points in the point total from the
user.

24. The method of claim 21, wherein said receiving the
information regarding the user actions includes receiving
information regarding whether a user has performed a
sponsored activity having a corresponding pre-determined
point amount, and
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wherein said changing the point total includes increasing
the point total by the pre-determined point amount,
wherein the method further comprises receiving an
amount of financial compensation from a sponsor of the
sponsored activity.
25. The method of claim 21, wherein a user account is
authenticated upon receipt of login information from a user.
26. A non-transitory computer readable medium having
computer readable instructions embodied therein, the com-
puter readable instructions being configured to implement a
method when executed, the method comprising:
authenticating a first user account and at least one other
user account;
receiving information regarding user actions over a net-
work, the information regarding the user actions being
authenticated with the first user account, the user
actions being performed through user inputs in at least
one computing device; and
changing a point total associated with the first user
account based upon the received information regarding
the user actions,
wherein said received information regarding the user
actions includes information regarding video game
play across a plurality of different video game titles, the

10

15

20

18

information regarding the video game play being
authenticated with the first user account,

wherein said received information regarding the video
game play includes information regarding an outcome
of a multiplayer video game event, the information
regarding the outcome of the multiplayer video game
event being authenticated with the first user account
and the at least one other user account,

wherein the multiplayer video game event is hosted on a
gaming server that exerts authority over game events in
running the multiplayer game, wherein two or more
computing devices local to each other are under the
authority of the gaming server, wherein the gaming
server is configured to manage video game play across
a plurality of different video game titles and interactive
sessions, and

wherein said changing the point total of the first user
account includes transferring an amount of points
between the authenticated first user account and the at
least one other authenticated user account based upon
the outcome of the multiplayer video game event.

27. The non-transitory computer readable medium of

claim 26, wherein a user account is authenticated upon
receipt of login information from a user.

#* #* #* #* #*



